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Ages 4-7 
and Grades Pre K—2 





“Mother Goose Rhymes 


oshua the giraffe introduces his 

reading machine with 37 Mother 
J Goose Rhymes, Childrens Songs, 

and Aesops Fables. Each has nine 
separate levels, creating over 300 com- 
binations of learning activities. 

Using colorful graphics, music and 
easy-to-read text, Joshuas Reading Ma- 
chine helps children develop word recogni- 
tion skills by matching words and pictures. 
Older children develop vocabulary and 
sentence context skills, improving reading 
comprehension. 

This unique approach to language de- 
velopment, combines the imagery and 
imagination of the songs, stories and 
rhymes of early childhood with the colorful 
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Aesop's Fables 


creativity of computer graphics. The de-= 
lightful presentations will fascinate children 
as familiar literature comes to life each time 
the games are played on the computer. 

in this program, key words ond charac- 
fers are replaced by pictures, encouraging 
children to “read” the missing words by 
naming the pictures. Then, in a sequential 
development, the child learns to recall and 
predict, to recognize and identify pictures 
and words. As the symbols and shapes 
become familiar words and names, sight- 
reading begins. 

As in all Compu-Teach programs, the 
child is in command with Joshua's Reading 
Machine, directly interacting with the 
program. 
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For information about Compu-Teach software, ask your dealer or call toll-free: 1-800-44-TEACH (CONNECTICUT: 203-777-7738). 
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Joshua’s reading machine « 





Disk #1 Side A 
Apple Il Series with at least 128K 
Compu-Teach Corporation, 1984, 1988 
All Rights Reserved 
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Joshua’s reading machine -. by 


Disk #1 Side B Teach 


Apple II Series with at least 128K 
Compu-Teach Corporation, 1984, 1988 
All Rights Reserved | 


Educational Software™ 
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Disk #2 Side A 
Apple Il Series with at least 128K 
Compu-Teach Corporation, 1984, 1988 
All Rights Reserved 
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Now children can design and publish their very own illustrated 
books with either of these interactive programs. With imagination as 
their only guide, learning the important concepts of story creation 
and illustration becomes fun and easy. In building their illustrations, 
children learn to deal with perspective and other spatial 
relationships. While writing their stories, vocabulary, reading 
and spelling skills are enhanced. 

Once Upona Time™ . . . features familiar objects associated 
with MAIN STREET, FARM and SAFARI. Once Upon a Time™ .. . Il 
highlights UNDERWATER, DINOSAUR and FOREST subjects. These 
graphic images offer virtually limitless possibilities for new stories 
and illustrations. As children author books from one to hundreds of 
pages, they can either display them on screen or print them out. 
Both versions are simple enough for younger children, yet 
challenging enough for older ones. 


$49.95 (each) Ages 6-412 


Apple II Series with at least 64K 

IBM & MS-DOS Compatibles with at least 256K 
IBM PS2 & Compatibles with at least 256K 
Apple Macintosh with at least 512K 


Apple lIGS “Talking Version” with at least 512K ($59.95) 
Tandy® “Talking Version” with at least 256K ($49.95) 
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Premium Pack 


Joshua the giraffe combines two complete reading packages 
in his new PREMIUM PACK. Together, JOSHUA'S TINKER TALES and 
37 MOTHER GOOSE RHYMES, CHILDREN’S SONGS and AESOP’S 
FABLES offer children twice the learning fun! 

The Rhymes, Songs and Fables program contains nine 
separate levels, creating over 300 combinations of colorful learn- 
ing activities. The Tinker Tales program entices children to become 
authors by determining the plot of three unique animated story 
outlines. 


$49.95 


Apple IIGS, llc + with at least 128K 
Apple Il Series with at least 128K 
IBM & MS-DOS Compatibles with at least 256K 

IBM PS2 & Compatibles with at least 256K ) 
Apple Macintosh with at least 512K Mv 
Tandy® with at least 256K 





Ages 4-7 
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Stepping Stones” ;on"s 


An entertaining introduction to the fundamentals of reading, 
language and math. This new BONUS PACK contains six complete 
multilevel programs designed especially for the preschool and 
primary grade child. Colorful animated graphics and lively 
interaction make the basics easy fo learn. From letter and number 
recognition through sentence construction and addition skills, these 
Six programs combine fun with solid educational experiences. 
Stepping Stones will hold a child's interest for years as skills and 
confidence grow. 


Bonus Pack: $49.95 (includes both Level | & II) Ages 2-7 


Apple IIGS, llc + with at least 128K 

Apple Il Series with at least 64K 

IBM & MS-DOS Compatibles with at least 256K 
IBM PS2 & Compatibles with at least 256K 
Apple Macintosh with at least 512K 

Tandy® with at least 256K 














Take an imaginary drive across the U.S.A.! This exciting 
program creates a series of entertaining cross-country trips, 
challenging players to learn about states and capitals. The state-of- 
the-art quiz edifor lends this program a unique advantage: players 
can create their own questions and customize hints and responses 
to test each other's knowledge of virtually any topic as they four 
America. By creating almost limitless possibilities for fresh 
challenges, this feature insures long-term enjoyment. Its easy, 
entertaining, and highly educational. (Parents have fun with it, 
too.) A hundred colorful screens, created by graphics professionals 
who specialize in children’s literature, add to the fun. A large wall 
map is included. 


$49.95 Ages 8+ 


Apple II Series with at least 128K 

IBM & MS-DOS Compatibles with at least 256K 

IBM PS2 & Compatibles with at least 256K 

Tandy® with at least 256K 

Apple Macintosh with at least 512K (to be released) 


Recommended age levels 
for Compu-Teach programs 


| Once Once | Joshua's | Stepping 
Upon a Upon a | reading Stones See the 
Age: i i 1& Il 





ATTENTION EDUCATORS! 


Classroom Editions 
Now Available 


All Classroom Editions Include: 
5 Sets of Program Disks 
Instruction Manual 
Scope and Sequence Charts 


NETWORK VERSIONS NOW AVAILABLE 


For Further Information Call: 
41-800-44-TEACH 


Form 289 Printed in USA. © 1989 Compu-leach, Inc. 





Discover 
the World of 
Compu-Teach... 





David J. Urban, President 


“Compu-Teach designs and develops educational software 
for children to use in their home and at school. Each 
program design is based on early learning research carried 
out at Yale University and is extensively tested by children 
and educators prior to its release. Compu-Teach is com- 
mitted to provide you with outstanding quality, excellent 
service and exceptional value. With each of our products 
your children will discover the excitement of learning. 


Here are some suggestions when selecting educational 
software: 


e An age range should be displayed on the package. 


e Examine package information to assure yourself that 
the software content is consistent with your educational 
objective. 


e Look for graphics, color, animation and music for added 
learning enjoyment. 


e Focus on choosing multilevel, open-ended software for 
your children’s growth and extended use. 


e Seek out interactive sofiware. This will enable your. 
children to make choices with positive reinforcement while 
encouraging them to ask questions. 


All of these qualities are found in Compu-Teach software so 
your children can realize the ultimate reward—the magical 
discovery of learning.” 


sincerely, 


MUL. 


avid J. Urban 
President 


AWARDS PRESENTED TO 
COMPU-TEACH SOFTWARE 


e S.P.A. Excellence in Software Nominations 1987, 1988 
e Media & Methods Excellence in Education Awards 1988 
e Parents Choice Foundation—Gold & Silver 

e C.E.S. Software Showcase Awards 1988 

e Rated«**x**x—Elite Computing 1989 

e MacUser Selections 





BULK RATE 
U.S. POSTAGE 
PAID 

PERMIT #1133 
NEW HAVEN, CT 









& 






ompu- 
Teach 


Cee eit EN oO OF Pee Ao Ree 


For information about Compu-leach software, ask your dealer or call toll-free: 1-800-44-TEACH (CONNECTICUT: 203-777-7738) 









90 DAY LIMITED WARRANTY 
FOR COMPU-TEACH SOFTWARE 


This warranty is to represent that the COMPU-TEACH software diskettes you have purchased shall be free of defects in 
materials and/or workmanship for a period of 90 days from date of purchase. Should you, the purchaser, have problems 
with defective software within the 90 days limited period, including but not limited to damages incurred during shipping 
and/or defective diskettes, COMPU-TEACH will replace the software free of charge. This warranty does not cover 
damages from accident, misuse or abuse by you, the purchaser, and does not extend to second parties. This warranty 
applies to the actual software diskette and not to the software program itself. Compu-Teach is not responsible for any 
damage resulting from error in the software. 


To qualify for replacement, the defective software should be properly packaged in its original packaging and returned to 
Compu-Teach, Inc., 78 Olive Street, New Haven, CT 06511, postage paid. The purchaser must include proof of purchase, 
the original package with all materials included and a brief description of the problem. Upon receipt we will replace the 
packaged software free of charge. Please be sure to include your name, address and telephone number. 


Please check warranty limitations with your state as some states have different rulings. This warranty gives you certain 
legal rights which may vary from state to state, so be sure you've checked your rights. 


Compu-Teach makes no other express or implied warranties other than those stated above. 


NOTICE: This program, package and all of its components are copyrighted. All rights are reserved. The distribution and 
sale of this program package are intended for the personal use of the original purchaser only and are for use only on the 
computer system specified herein. Copying, duplicating, selling, or otherwise distributing this product is expressly 
forbidden. The purchaser recognizes this agreement in accepting this product. 
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Join the Compu-Teach Birthday Club! 
Complete and mail this card to take advantage of: 

* * Extended One Year Warranty 

* * Information about New Compu-Teach Software 

* * A Special Birthday Surprise for every child in your family 


Teoctsiine 2... kk Sa 


Address: 


nidietigine 2 ie ei: 
Ghide Nerve. | Deo 
Child’s NANNC! ee ee ret: 
How did you hear about Compu-Teach? (Check One) 
C1 TV O Radio 0 Magazine 0 Sales Clerk DOther: 
Compu-Teach Product Purchased: 
Computer Type: 0 Apple 0 IBMO Mac O Apple lias 0 Other: 


(Name) 


Printer Type: 
Where Purchased: De 
~ For more information about Compu-Teach Software call: 800 44-TEACH 3 














COMPU-TEACH INC. 
P.O. BOX 9515 : 
NEW HAVEN, CT 06534 
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9 levels of 37 titles create over 
300 combinations of 
learning activities 
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For information on other Compu-Teach educational software programs, ask your dealer or call toll-free: 1-800-44-TEACH (CONNECTICUT: 203-777-7738) 
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JOSHUA’S READING MACHINE. 
INSTRUCTION MANUAL 


TABLE OF CONTENTS 
The Compu-Teach Philosophy ....................ccccceecceeeeseeues + 
Learning Is An Active ProceSS .............. cece cece cece eee eenees 1 
How Can We Best Harness A Child’s Interest And Direct It 
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Compu-Teach Programs Entertain Children, Challenge 
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JOSHUA’S READING MACHINE™ 
THE COMPU-TEACH PHILOSOPHY: 


LEARNING IS AN ACTIVE PROCESS 
Children learn by doing. Ideally, education should utilize these principles. 


In school, children learn basic reading skills primarily by repetitive drills. 
While constant practice of new skills is important, it should be done ina 
way which does not destroy the excitement of learning. 


Children enjoy the challenge of intriguing problems. Therefore, the first 
step in our educational strategy is to develop interesting and challenging 
problems that are presented in an instructional situation. 


HOW CAN WE BEST HARNESS A CHILD’S INTEREST AND 
DIRECT IT INTO AN EDUCATIONAL EXPERIENCE? 
Compu-Teach believes that we should usea child’s natural motivation to 

have fun and play games. 


We design our educational programs to be entertaining as well as 
instructional, so that children will enjoy using them. To make a program 
entertaining, we must consider what a game is to a child. Not all 
children’s games involve winning or losing; children also enjoy simple 
challenges, like throwing a ball back and forth. Compu-Teach advocates 
teaching children by presenting them with enjoyable and highly inter- 
active situations, or, in another word, games. 


To make the most of the interactive process, Compu-Teach programs 
teach not by rote drilling but by challenging the child’s understanding 
and abilities. Our computer scientists and graphic artists create learning 
experiences that encourage the child to play longer. This extends the 
period of exposure to the instructional materials. 


COMPU-TEACH PROGRAMS ENTERTAIN CHILDREN, 
CHALLENGE THEM, AND REWARD THEIR PERFORMANCE 

Our educational experts ensure that each game teaches important 
concepts. We also gear the presentation and challenges of each game to 
the age and abilities of the child playing it. So, when children play our 
games, they are rewarded not only by the graphics, animation, and 
sounds of the program but also by the excitement and satisfaction of 
mastering new abilities and discovering new ideas. | 








BEFORE YOU BEGIN 
WHAT YOU NEED TO USE JOSHUA’S READING MACHINE 


Joshua’s reading machinewill run on any Apple lic, lIGS, Ilplus or lle with 
128K and an eighty-column card, or other properly configured Apple 
compatible computer. 


WHAT’S INSIDE 


The first thing you should do is make sure that your Joshua’s reading 
machine package is complete. Here’s what it should contain: 


Program diskette(s). 
This manual. 
A “get involved” card. 


lf anything is missing or davdigeurr return the entire poerecee to the place 
where it was purchased. 


Please fill out the “get involved” card now and drop it in the mail at your 
earliest convenience. If we have your “get involved” card, you will 
receive information about any future enhancements to this product, and 
about any new educational product from Compu-Teach. 


lf you are a parent, teacher, or an older brother or sister who has never 
used a computer before, don’t worry, Joshua’s reading machine is very 
easy to learn and use. 


GETTING STARTED 
MAKING A BACKUP COPY 


Never use force to inserta disk into a drive or to close a drive door. Never 
open the disk drive door while the light is on. Close the drive door 
carefully. 


You will need blank, formatted diskette(s) to make a backup copy of your 
Joshua’s reading machine program. Label diskette(s) to match the 
diskette(s) that came with your program. Now, use the Apple Disk Utilities 
that came with your Apple Il computer to make a backup copy. Refer to 
your Apple reference manual for more directions on formatting and 
copying diskettes. 


STARTING UP JOSHUA’S READING MACHINE 


You must load Joshua’s reading machine at the beginning of each 
session. Just follow these simple steps: 


Depending on whether you computer is ON or OFF, follow either 
instruction 3 or 4 accordingly. | 


1. 


Lift the door of the disk drive and gently slide in the Joshua’s reading 
machine Disk #1, oval-cutout end first, label side up. If you have two 
drives, use drive one. 


. When the disk is completely inside, close the drive door until it clicks 


shut. If it doesn’t close easily, don’t force it; take the disk out and try 
again. 


. If your system is off, turn the monitor on, and then turn the computer 


On. 


. If your system is already on, press CTRL-(open Apple)-Reset, then 


release them simultaneously. This is called a “warm” boot, as 
described in your reference manual. 


. The Joshua’s reading machine program will then be loaded from the 


disk into the computer. This may take a few moments, so please be 
patient until the process is completed. 


. The Compu-Teach logo should now appear on the screen with music. 
. The program will be introduced, and when the Main Menu appears on 


screen, the program is ready for you to begin. 


Joshua’s reading machine may be copied for your own 
use. We offer this backup option with the understanding 
that copies of this program will not be given or sold to 
others. Copying this software for use on more than one 
machine or for use by others is illegal. Please help us 
protect our rights. 











LET’S BEGIN 


To use Joshua’s reading machine, simply respond to the prompts at the 
bottom of the screen. Remember that you must enter each of your 
responses by pressing RETURN (also referred to as the ENTER key). 


Pressing ESC at any time will take you back to the previous menu, or take 
you out of the game from the Program Menu. 


It is important to note that children between four and six years of age will 
only be able to play some of these games by themselves after an initial 
explanation. As they get older and increase their cognitive awareness, 
they will be able to come back to the programs over and over again. 


THE PROGRAM MENU 


After the Joshua’s reading machine logo leaves the screen, the Program 
Menu takes its place. This menu offers you the chance to choose any of 
the three programs. 


lf you're working with a child, you may wish to choose each of these in 
turn and run through the names of the rhymes, fables, or songs. Children 
always have preferences. 


Press the SPACE BAR several times and notice how Joshua the Giraffe 
moves his head to point at each of the programs. When Joshua is 
pointing to the game of your choice, press RETURN. 


CHOOSING ONE OF THE GAMES 


1. On the Game Menu you will see the list of games. One of them will be 
highlighted, which means it is the game ready for selection. You may 
move this highlighting to any game of your choice. 

2. Move the highlighting to the game of your choice by pressing the 
SPACE BAR (the long bar below the letter keys). 

3. When the highlighting surrounds the game you want, press the 

~RETURN key. | 

4. If the highlighting goes past the game of your choice, don’t worry. If 
you keep pressing the SPACE BAR, it will move the highlighting to the 
top of the screen again. 


CHOOSING A RHYME, FABLE, OR SONG 


1. Once you have selected a game and pressed RETURN, the Game 
Menu will be replaced by a list of titles, Known as the Title Menu. 

2. Use the same procedure as before to move the highlighting to the title 
you want; then press the RETURN key. 


*** PLEASE NOTE: Since there are too many titles to fit onto one screen, 
there is a NEXT SCREEN option at the bottom of the menu which, if 
used, will show the remaining Title Menu. 


At certain times the program pauses to allow child and adult to talk 
before continuing. When you see the instruction “Press SPACE BAR to 
continue” at the bottom of the screen, the program will pause until you 
press the SPACE BAR to go on (or it will automatically scroll). These are 
good opportunities for discussion. 


THE GAMES: WHAT THEY TEACH AND HOW TO PLAY THEM 


Joshua’s reading machine is composed of nine games which can be 
selected from the Game Menu. Each game corresponds to a step in the 
learning process. 

There are two ways of playing; you may choose to play all nine games 
with the same title, or you may choose to play each game with a different 
title. Either way is acceptable, though there is the advantage of continuity 
in playing all nine games with the same title and thus giving your child 
sequential mastery in building skills. 

After the introductory displays, you will see a list of the nine different 
games to choose from. Here is a brief description of each game and the 
playing sequence. 


GAME 1: PICTURE DICTIONARY. 
In this game, the child will be challenged to associate a given picture 
with it's corresponding word. PLAYING SEQUENCE: Pictures will be 
taken from the title of your choice and will be placed on your screen. 
Ask the child to identify the picture before pressing SPACE BAR to 
see the word. Press RETURN to see a new picture. 


GAME 2: WORD PRACTICE. 
This game challenges the child’s knowledge of the words out of a 
story context. PLAYING SEQUENCE: Words which have been 
especially selected from the title of your choice will appear on the 
screen. Ask the child to read the word before pressing SPACE BAR to 
see the picture of the word. The children can go back and forth as 
many times as they wish. To see a new word, press RETURN. 
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GAME 3: THE STORY WITH PICTURES. 

The child identifies the picture in the story while listening to the 
rhythm and intonation as you read the rhyme, fable, or song aloud. 
PLAYING SEQUENCE: Each line of the rhyme, fable or song appears 
with pictures substituted for significant key words in the story. You 
should read the line aloud, pausing at each picture and asking the 
child to name the picture. Press “SPACE BAR’ to advance the page 
of words and pictures and eventually to return you to the Game Menu 
when the child has finished. 


GAME 4: THE STORY. 
The full text of the rhyme, fable, or song is introduced for you to read 
as the child concentrates on listening and absorbing the spoken 
words. 
PLAYING SEQUENCE: Each line appears without the benefit of 
pictures substituting for words. Press SPACE BAR to continue. When 
each selection is completed, press the ESC key to return to the Main 
Menu. 


GAME 5: GUESS THE NEXT PICTURE. 
The child learns to rely on his sense of prediction and expectation. 
PLAYING SEQUENCE: Each line of the rhyme, fable, or song appears, 
up to a word which is missing. You should read the line aloud until 
you reach the missing word, then pause and ask the child to provide 
the word. Press the SPACE BAR to display the picture to match the 
missing word. 


GAME 6: PICK A PICTURE. 

This game reinforces the relationship between a word and a picture. 
~ PLAYING SEQUENCE: Each line of the rhyme, fable, or song appears, 
up to the picture which replaces a missing word. These pictures are 
chosen at random and may or may not fit the line. Joshua’s reading 
machine will ask, “Is this the right picture?” If the child thinks it is, he 
should press the RETURN key to find out if he is correct. If he thinks it 
is incorrect, the child should press the SPACE BAR to see the 
complete cycle of pictures, until the correct picture is shown. 
Encourage the child to repeat the line with each picture. When the 
child selects a picture he thinks is correct, press the RETURN key. In 
this game, “Y” for “yes” and “N” for “no” will work as substitutes for 
SPACE BAR and RETURN. For a correct answer, Joshua’s reading 
~ machine will respond with music and the name of the picture. After 

three incorrect attempts, the correct answer will be given. 
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GAME 7: PICK A WORD. 

In this game the child learns the sight recognition of a word. 
PLAYING SEQUENCE: Each line appears complete, but the last word 
is chosen at random and may or may not be correct. The program will 
ask, “Is this the right word?” If the child thinks it is the right word, he 
should press the RETURN key. If the child thinks it is incorrect, he 
should press the SPACE BAR to cycle through the whole list of words 
until he finds the proper word which fits the rhyme. Press the 
RETURN key for a correct response. A correct answer will be 
rewarded with music, and the word will be replaced with a picture. 
After three incorrect attempts, the correct answer will be given. 


GAME 8: SEE A PICTURE, TYPE A WORD. 

This game reinforces the concept that words are made up of a 
sequence of letters. 

PLAYING SEQUENCE: Each line appears with the last word replaced 
by a picture. The program will ask, “What word belongs here?” Ask 
the child to name the word and, if possible, to spell the word. When 
the child has typed in or has told you the correct word to type in, press 
the RETURN key. If the answer is wrong, the program will say so and 
the child may try again, but after three incorrect attempts, the correct 
answer will be given. The correct response will be rewarded with 
musical sounds, and the word will be placed back in the text. Use the 
pause following this to read the complete line with the child. 


GAME 9: FILL IN THE WORD. 

This game improves the child’s ability to recall and spell the correct 
word without a picture. 

PLAYING SEQUENCE: Each line appears up to a word that is missing, 
and the child must guess the missing word, but this time no picture 
clues are given. When the child has typed in the letters or has dictated 
the word for you to type in, press the RETURN key. The correct 
answer will be rewarded with music and the program will insert the 
correct word into the text. If the answer is incorrect, two more 
attempts are allowed before the correct answer is given. When the 
line is completed correctly, encourage the child to read it along with 
you. 


OPTION MENU 


An Option Menu is provided to turn sound on or off and to set the 
automatic scrolling feature. The default settings are: sound [ON] and 
scrolling [ON]. By pressing the SPACE BAR the options can be 
highlighted. Press the RETURN key to make a choice. The setting will 
be displayed to the right. Press the ESC key to return to the main 
menu. 











THE TITLES IN JOSHUA’S READING MACHINE 


MOTHER GOOSE: 
Mary Had a Little Lamb 
Hey Diddle Diddle, the Cat and the Fiddle 
Little Bo Peep Has Lost her Sheep 
Hickory-Dickory-Dock, the Mouse Ran up the Clock 
Three Little Kittens Lost Their Mittens 
Jack and Jill Went up the Hill 
Pussy Cat, Pussy Cat, Where Have You Been? 
Pat-a-Cake, Pat-a-Cake, Baker’s Man 
Barber, Barber, Shave a Pig 
Diddle, Diddle, Dumpling, My Son John 
Humpty Dumpty Sat on a Wall 
Three Blind Mice, See How They Run 
Little Boy Blue, Come Blow Your Horn 
AESOP’S FABLES: 
The Boy Who Cried Wolf 
The Lion, the Net, and the Mouse 
The Fox and the Crow 
The Dog and his Reflection 
The Fox and the Sour Grapes 
The Tortoise and the Hare 
The Country Mouse and the City Mouse 
The Hen and the Fox 
The Wolf, the Crane, and the Bone 
The Cat and the Mice 
The Man and the Lion 
The Wolf and the Lamb 
Who Will Bell the Cat? 
The Wolf and the Goat 
CHILDREN’S SONGS: 
The Farmer in the Dell 
Incey Wincey Spider 
Pop! Goes the Weasel 
Sing a Song of Sixpence 
Hush, Little Baby 
| Know an Old Lady 
Over the River 
Baa, Baa, Black Sheep 
The Mulberry Bush 
_ Oh, Susanna! 
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